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Rear Projection Television Warning 

WARN NG 

DO NOT USE WITH FRONT OR 
REAR PROJECTION TV 

Do not use a Trent or rear projection television with your Nintendo 
Lntertainment System {"NES”) or your Super Nintendo Entertain 

or Super NES games. Your 
be permanently damaged if video 

games with stationary scenes or patterns are played on your projec 
tion television. Similar damage may occur if you place a video game 

pro ection television screen may 

Super NES games, neither Nintendo nor any of its Nintendo’s .icen 
sees will not be liable for any damage. This siutation is not caused 
by a defect in the NES, Super NES: NES games or Super NES 
games; other fixed or repetitive images may cause similar damage 
to a projection television. Please contact your TV manufacturer for 
further information. 

Epilepsy Warning 

WARNING 
READ BEFORE USING YOUR NES 

OR SUPER NES 

■ 

are 
experience seizures while watching some Hinds of television pic 
tures or playing certain video games. Players who have not had any 
previous seizures may nonetheless have an undetected epileptic 
condition. Consult your physician 

■ 

have an epileptic condition, Consult your physician if you experience 
any of the following symptoms while playing video games: altered 
vision, muscle twitching, other involuntary movements, loss of aware 
ness of your surroundings, mental confusion, and/or convulsions. 
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oj da rkness. While l he Sul la n is ojffight i ng a 
seized the reins ofpower foreign war, bis Grand Vizier JAFFAR has 

m 

a nd dream o J ' 

tnds between]a]far and the throne. Ait adventurer 
in mKent of palace intrigues, you have won the 

heart of the Sultan's lovely young daughter. And in so d 
unwittingly made a powerful enemy. 

■ 

om 

u 

a 

J ■ 
■ 

1 

On Juffars orders you are arrested, stripped of your sword and your 
p Ossess ions and thrown into the Sultan s dungeons. As for the Princess, 

; iMarry him — or die. 
■ly a throne for the Grand Vizier.,. a 

new reign of terror for his long-suffering subjects... and death for the 
PRINCE OF PERSIA. 

■ 

I.- . wm 

I- 

Whichever her choice. it can 
a 
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'k into vour Nintendo Entertainment r- ■ 

k L > 

L 

turn the power oil. ■ 
■ 

Press START to begin play. You will also press START to pause anti 
unpause J r K L 

■ 

5 music on or oil. Press SELECT to toggle 

The Controller 

(I) i a gram) 

■J- 

■ 

y< m b eg i n a game you wi :n time ■ ■ 

have a c 
. 

■ ' i ■ 
r 

or Continue. If vou wish to start 
from scratch, use the right arrow to 
select New Game. IF vou have played 
before anti have written down a 
password* you can pick up where you 

, _D_jft attow !___] 
Conti [me. This will bring you to the 

sen. To enter vour password, use the up and down 
the digit inside the box and the left and right arrows 

to move to the next digit. When ready, press START to enter your 
. Be su re to write down your passwords 

)u won't 

H 

■■ 

£ 1 FI IT 

cv 

J1 s 

1 

arrows to V 

in th e 3 pace provided ■■ 

. . 
in ■ 

■: 
■n 

Jor more information on passwords uirn u> page 14 in this manual. 
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To run 
arrow to stop. 

riulit arrow on ■ 

.. 

or right arrow on the control pad To change directions: « L 

in P 
■ i 

To take careful steps: Press the b button and you wilt take a single 
use careful steps to move Step in the direction you are l You can i L 

. ■ 

jr SL-ciion. . A -■ 
a 

m ■ 

■ 

To iump up: Press the up arrow on the control pad, 

To jump forward: Pressing the A button will make you jump in 
direction vou arc 

J 

I 

7 

®Sa 

You can jump farther with a running start. 
chasm, back up at least two full strides from the edge. Press the left or 
right arrowr to start running, then press the A button to jump, 
carefu I not to p ress it too earl yf 

a running jump over a 

■ 

fj 

i’o climb up onto a ledge: 
arrow on the control pad. If necessary, use a. 

n 

"fi , 
■ - % 1 

. 

■ 

SB . 1C fc 
■ 

■ 

To climb down from a ledge: Carefully walk to the edge and turn 
around. Press the down arrow on the control pad. If you press the 
down arrow while holding either the A or B button, you will hang from 
the ledge. When you let go of the button 
pull yourself back onto the ledge, press the up arrow'. 

let go of the ledge. To 
■■ 

I ■ 

\ ■ lb hang from a ledge: Any time you jump or 
■ ^fll . I 

you can grab onto it by pressing the A or ft button. 
■ 

on the control pad. Release i To crouch: Press the down arrow 

To pick somctliiog up: Stand in front of the object you wish to pick up 
and crouch down by pressing the down arrow - 

7 
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Sw( 
confronted by the palace guards 
sword will he drawn automatically when 

P 

arc stanthug an close proximity to 
and facing a guard. 

>rd lighting is only necessary when 

you 

When sword fighting, : ; L i ( )w 

will appear on ihe lower right hand part 
the screen. These are the guard's 3iit ( 

points, in order to eliminate the guard, you must take all oi his hit points 
while protecting your own by good blocking. You will only lose hit 

blocking properly. 

To advance and retreat while sword lighting use line left and right 
arrows on the control pad. 

the A button* 

To block use the B button or up arrow on the control pad. 

To attach use 

Use the down arrow on the control pad to put your sword away, 
ord a way until you i 

be 
careful not to nut your sw ire clear as it ie cnemv 
will make vou vulnerable to attack. * 

e. 

Survival 
The row of tria ngles in the lower ieti comer oi the screen indicates your 
current strength, livery' lime you get hurl, you lose one unit Of strength 
or hii point. When the last of your strength disappears, the game auto¬ 
matically starts you over at the beginning of the same level. 

line with three units ol strength or hit points. Yo u start es T 
■ 

e unii or strength include twostory falls, getting 
drinking a poisonous potion. Other more serious 

, causing you to start over at the 

on 

take all of your strength nls Can aces i 
beginning of the same level. These include three-story fells, tangling with 
the sheer and falling or running into spikes. 

9 



level has an exit door, it will also have a 
hidden trip plate that you must activate in order to open the door. 

You will be required to mi 
■ 

r Li ■ 

c . 

■ ■ ■ ■ ■ 

i, l.Cfirn to Tf 
a 

locations. 

mish one hit point if the player is less 
. 

VIL . > I 

man. roll strength. Another will 
■ 

rc ■ 

L 
D 

a possible new total ■' 

■ 

of over three hit points. 

A poisonous potion will take one 
point. 
i 

3 ■' ft.ll » L ■ U 

maximum distance from a standing jump across a chasm 
31o move tight l i p to the edge of t he pi t before you 

■ > 
I- 

n ■a ust: 
. 

jump. You tail jump even 
her, timing is c 

r a running jump remem 
■ 

c 

a chasm hut fall short, you may still be able to grab onto 
tile opposite ledge by pushing the A or B button. (Remember, when 
you let go of the A or B button, you Let go of the ledge.) 
There are two kinds of pressure-activated floor plates. One kind raises 
gates, the other lowers them. 
distinguish them from ordinary floor sections and from each other. 

. 

■ 

l ■nee, you can 

. 
I.earn to re 
You can c rt >ss a be 

I 
■B 

B. - 

■ 

■ ■ 

k 
" ? 

r one unit of strength. A three-story drop will 
A two-Story 

A twos , . 

■ 

take all < >t you r stre 
i cause you to lose any strength. A three-story drop from a hang 

1 a a 

B ■ 

I 

won 
; one unit of strength. P T 

You never know wThat you'll find in a 
and to experiment. After all, you’ 
life, the Princess and the 

dungeon or; palace. Don t be 
got n ot h L ng trj ■ il ■ 

L 

entire kingdom. ■ ■ ■ 
■ 
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Although this is your first time inside the Sultan's palace, you do know 
that the Princess is imprisoned in a high tower and that the dungeons 
run directly underneath the main building of the palace. To reach th 

i to find your way out of the dungeon, through 

> 

the palace and up to the top oi the tower ■ 

?gs of the Sultan’s corps. The more capable ones are assigned to 
* s main building. The verv best of them 

swordsmen in the Sultan’s employ 
guard in the tower, where they are responsible for the personal safety 

> . ■i 
J -■ 

£ L 

■ 

r are LJ 

r 

■ 

. 

Since your arrival in the City, you have heard some Strange rumors. It is 
is a magician, a master of the 

black arts of enchantment i that his powers are more than mortal. You 
have your doubts. Much of what passes for magic is mere trickery and 
superstition. Still, it dt>esn’L do much for your peace of mind. 

A 
T 

L 

12 

■ 

. are twelve levels to the game. 
minutes per Ee 

fl 

■ must 
d in order to finish the game within the one hour time 

iveEy more difficult as you proceed. After 

- p 

I 

■ s ■ . 

you have sueces 
to allow you to resume playing at 
same amount of time remaining on the cloek and the same number of hit 
points. You may wish to replay earlier levels to improve 
leaving as much time as possible for the remaining levels. 

a password 
the begznnine of the next level with the 

■ i 
■ . r/ r- 

■■ §. c: 

your speed 

each time you finish a level, write ■ rr 

■: 

at the bottom of the screen. Then press the START button to continue on 
■ 

i -i r 
rii; 

« i ULifllC. 
-■ 

; is never re ally over un ti 3 you m n out of lime. The on ly way to 
restart the timer is to reset the game. This is 

> 

I 1 J . J 

button, which Lakes you to the title screen. You can continue a game as 
many times as you want without penalty. Remember, though, the sands 
in the hourglass are t 

■ ■ 

' a wav,.. _ 
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Password Level I i me 
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■ ■ 
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